
PANGUINGUE (also called PAN)  

1. The fee is based on the condition of the game. 
The fee is collected before the hand is dealt 

2 .  	Wagering is called 'condition' 
Conditions playable are 2.00 - 5.00 -10,OO 

If the condition is 2.00 the fee is 2.00 ante 2.00 
If the condition is 5.00 the fee is 3.00 ante 5.00 
If the condition is 10.00 the fee is 4.00 ante 5.00 

3. 	 There are ten decks of cards. 
The EightslNineslTens are  removed. 

4 .  	There are no Jokers in the deck. 

5 .  	Each player antes one chip conducive to the 
size of the game. 

A non-playing house dealer deals out a total 
of 10 cards to each player (from right to left) 
and they are dealt out in two rounds of five 
at a time. The dealer then places the antes 
on a block in the center of the table. 
They 	are now called 'Tops" see glossary. 

6. 	 You are dealt 10 cards, the player who is 
first to meld 11 cards face-up on the table 
wins the hand. 

7. 	 not applicable 

8. 	 There is no betting scheme in this game 
as in other games. 

The player having received 10 cards from 
the dealer, has only two options. To play 
the 	hand or throw it away. 
On 	a round of play, a knock in turn means 
you 	will play. 
Your 	hand shall consist of the various pay 
cards you are melding on the table. 
You shall be paid for those 'pay cards' by 
each active player in the hand. 
The 	object of the game is to win points, or 
chips by playing the cards in your hand 
in valid melds face-up on the table in front 
of 	you. 
(Please See Pan Rules) 

9. 	 There are no ties in this game 



P A N G U I N G U E  

AN INTRODUCTION TO THE GAME 

(pan-ginn-gay) commonly known as 'Pan' i s  a bastardized form of Rummy 

and has been a favourite game for so many years, that it's origin is obscure. 


Whatever the origin may have been, (damm his soul) this game is very 

popular. In fact, there are  areas in which Pan seems to enjoy equal 

popularity with Poker, the admitted King of all card games. 


Players must recognize that 'Pan' is an unusual game. There are  certain 

traditions that will not be found in other games. 

There i s  colorful slang terms associated with the game and all Pan players 

become accustomed to hearing and saying them. (see pan glossary) 


No game can enjoy long life and continued popularity if it lacks the basic 

requirements of quick, decisive action coupled with sustained interest over 

long periods of play. 'Pan' provides these elements fully. 


Note: This is a P A N  rule parnplet, not an instruction book. The best way to 

learn pan is to sit down with our instructors and play a few practice hands. 

It is one of the very few games that can be learned in just one sitting. 


After you have read the rules, tried a few practice hands, and feel that you 

can stand up to this fact action game, ,GIVE IT A WHIRL. 




STRUCTURE OF THE GAME 

The House does not bank the game. In California, it is illegal to do so. 

OBJECT OF THE GAME is to win points, or chips, by pIaying cards 
in your hand in valid melds face-up on the table in front of you. 
The first player to play all ten cards plus the eleventh o r  draw card 
wins the hand and collects appropriate pay for the value of their melds 
as they lay on the table. 

NUMBER OF PLAYERS Two to Several. Best for 6, 7, or 8 players. 

THE BUY-IN 


The buy-in is twenty chips of equal value for the condition of game. 


THE DECK 


Pan is played with a set of 8 decks from which all 8s, 9s, IOs, and 

Jokers have been removed from each deck. (A total of 320 cards) 


RANK OF CARDS 


Cards in each suit rank King as (high) Q, J, 7, 6 ,  5, 4, 2, and Ace as low. 

The Jack and seven are in sequence. There is no rank of suits, except 
that Spades pay double in some cases. 

ANTES 

Each player antes one chip. The dealer places the antes on a block in the 
center of the table and they are now called 'the Tops' (see glossary) 



THE DEALER 

A non-player house dealer (also called mucker) is responsible for 
shuffling the deck and maintaining a reasonable pace at the table. 

* 	 Generally, rules are enforced only at the request of the player. 
* 	 The dealer is not permitted to assist or advise players except to 

calculate the value of a collection or of the 'outs' when asked 
only. (see glossary for definition of 'outs' 

* 	 The dealer will call the outs as the hand lays. He may not re-arrange 

cards so as to accrue greater value on the outs. 
* Players assume responsibility for protection of their own hand 

and the enforcement of their rights as stated in the rules. 
* 	 When justified by the rules, the dealer will foul a player's hand at 

the request of another player in action. (See Foul Hands and Cards) 

THE DEAL 

The rotation of dealing and playing is to the right, not to the left, as 
in most card games. 'Always count your cards after each deal' 

* Starting with the previous winner, the dealer gives each player a 
total of ten cards, dealt in two rounds of five at a time. 

DECLARING 

After looking at their hand, each player declares whether he is playing 
o r  not. 

* A knock in turn means you will play. A player may change his 
declaration to play until the next player has acted. 

* The last player may not change his declaration after the first card has 
been drawn from the deck and exposed. 

* If the player is not playing, he throws his hand into the discards and 
he forfeits his ante onIy and they may not participate, financially or 
verbally, in the play of the hand. 

* If the player declares that he is playing, he is in for the duration of 
the hand and must make all appropriate payments, according to the 
rules, until the hand has been completed. 



THE DRAW 

After the declarations, the draw is begun by the winner of the previous 
hand (of 'if' the previous winner has declared not to play the hand, then 
the first player to his right draws first) 

* In every hand, the first player has the right to draw twice from the 
deck, but only on the first draw of the hand. After that, each player 
gets only one draw from the deck. 

DISCARDING 

When a player does not want to use a drawn card, the discard is simply 
tossed into the discards (also called the muck) 

* 	 The next player has a right to use a 'drawn card' from the previous 

player.
* 	No player has a chance a t  anytime to use a discarded card from a 

player's hand. 

'To meld' is to take cards from your hand and to play them face-up on the 
table in front of you. 

* A valid meld (or spread) cannot be established on the board until the 
player's hand is hit, that is, until he draws a card that can be combined 
with cards from his hand and played as a meld. 

DOUBLE CONDITION PLAY 

* Players desiring to play double condition must have twice the 

minimum buy-in.


* 	 All doubles players must ante double. 
* 	 Doubles antes will be kept separate and awarded to winning doubles 

players only. 
* If all players are  playing doubles, at the discretion of the floorperson, 

the game may be changed to the next higher condition. 



YAY CONDITIONS 

We play table stakes at all times. (No playing behind) (see glossary) 

Certain melds are called conditions. On melding a condition, the 
player immediately collects chips from every other player. 

Playing eleven cards - all ten from his hand and the last drawn card -
is called 'going out' and entitles the winner of the hand to all sorts of 
bonuses. (see illustration of pay conditions posted) 

* 	 A player may not continue to play for the Tops when out of chips. 
* Two players remaining in action may agree at any time to split the 

Tops. (dividing of the Tops without pIaying for them) 
When one player refuses, regardless of precedent, action continues. 

* 	 When a doubles and singles player split, only the single Tops a re  

split. Two doubles players may split the entire Tops.
* A doubles player may collect on single unit condition (if down to one 

chip), then build up to doubles again on subsequent hits to the hand, in 
a mixed condition game. 

* 	 Each player is responsible for asking for pay on the turn when he 

establishes or enhances a pay condition, before he discards. 
* If the player forgets to ask for his pay, he cannot ask for the pay 


he is 'owed' until the next time his hand is hit (the next time he 

can play a drawn card)


* 	 CaIling for the collection of any pay is your own responsibility. 

.These are the 'rules of the game' It is fully recommended that you now 
familiarize yourself with FOUL HANDS AND CARDS. 



FOUL HRnDS R I D  CRRDS 

A foul hand is one which has been successfully called foul by an active 
player a s  a result of one o r  more violations. (When an  active player 
fouls your hand, do not take it personnally. I t  is simply an important 
part of the game) 

1. When a player's hand is fouled, the penalty for a foul hand shall be 
as follows: 

* 	 Player must throw his hand into the discards and repay all active 

hands any collections he has received, commensurate with chips on 
the table only. 

* 	 Player liable for pay earned during the remainder of the hand by 
the active players and must pay the winner the value of the hand 
as it lies. 

* 	 Player with a foul hand will not pay a 'bust-out' (see glossary) 

2 .  	No player may call his own hand foul. 
* 	 Any player doing so and discarding his hand must may all collections 

during the remainder of play, including 'bust-outs' 

3 .  	A hand may be declared foul by an active player whenever: 
* 	 Player is found to have more o r  less than ten cards after touching the 

deck in the normal rotation of the draw. 
* 	 Player s caught either throwing a card on the floor in order to correct 

the number of cards in his hand. 
* Player is caught either discarding two cards o r  failing to discard, in 

order to correct the preceding situation. 
* Player has spread an invalid meld. 
* 	 Player allows a card from the deck to come in contact with the cards 

in his hand. The exception to this rule is on the outs (no discard) 

4 .  	Any active player may call a hand foul for cause, without regard for 
the source of his information. 



5.  Whenever there is only one player left in the hand as a result of 

one or more fouled hands, that player has two options, 


* 	 He may negotiate a mutually satisfactory settlement with the player 
whose hands are foul.

* He 	may opt to play the hand to completion. 

If 	so, he must play the hand face up, under the supervision of the 
dealer, using any and all cards which may be used in the quickest 
way to put the hand out. 

6 .  	Cards or hands may be declared 'foul' under extraordinary 

circumstances by the floorperson. 


7 .  	Before a player takes action (i.e. touches the deck) 
* 	 Eight or less and twelve or more cards is a dead hand. The ante 


will be returned. 

* 	 Eleven cards will be corrected by  the dealer. The hand will be 

spread face down on the tble and the dealer will select one card at 
random. 

* 	 Should the player discover eleven cards before plucking up his 


second five cards, the dealer may remove one card from them. 


8 .  	Players are required to declare (in or out) of the game. 

9 .  	Any card drawn off the deck will be turned face up. 
* 	 Any player in action has the right to ask for identification of all 


cards drawn. 


10. 	A drawn card is discarded when it is released in the direction of the 
discards. 

* Once the player discards a card that fits on the next person's board 
spread, he has lost his right to force the card. 

1 1. A player overlooking or ignoring a usable card on a board spead, 
who touches the deck to draw may at the option of any active player: 
either be forced to use the card - or be forced to continue to draw. 

* Once the player has touched the deck, he has lost his right to the 
'option card' and should not call attention to it. It is up to the other 
players to force it back. 



1 2 .  	A card off the deck that can be used on an  exposed spread may be 
forced back by an active player until two players have drawn behind,

* A player drawing a card has lost his right to force back a board play 
(unless it is head-up)

* A card discarded from the hand which may be used on one of that 
player's melds may be foreced back by any active player at any time 
until the player that discarded it has touched the deck. 

13. 	 An 'out-card' may be forced back in only three cases: 
* 	 When a player is discarding in attempt to 'pyramid chips' - gambling 

on the premise that another card will put him out for chips than he 
would receive at the moment. In that case, any active player may 
choose to end the hand for the lower pay rate. 

* 	 OR - If the same card puts two players out, the card may forced back 
if the player on whom it is forced wilI go out for a lower pay rate than 
the other player.

* 	 OR - When the hand is head up. 

1 4 .  	A player removing or discarding a card born a board spread has a 
foul hand. 

15. No player may foul his own hand in order to prevent a player with 
ten cards spread on the board from going out. 

1 6 .  	A pIayer may not give an out card to a player with ten cards spread 
if the card can be used in the first hand. 

* Any player in action may force a card that can be used in any way. 



DRAW POKER & LOW-BALL 

Please know that I still offer these games even 

though they are practically extinct. I have 

combined the two games because they are  similar 

with the exception that Draw Poker is played for 

High -Cards and Low-Ball is played for Low cards 


The Fee and Wagering conventions for both games 

is based on "No-Limit" games (table stakes) which 

means you can only win or lose what you have on 

the table in front of you. 


The fee of 5.00 is collected every 112 hr. 

The blinds are 2-3-5. The buy-in is 300.00 

The pot is composed of all the 'antes' and 'bets' 

made by the player in any one pot. 

Antes of 1.00 are called by the dealer. Each player 

is then dealt five cards. 


3. 	 A standard deck of 53 cards are us 

4. A 	Joker is used in both games 
In Draw Poker 	- the Joker may be used 
for Aces/Straights and Flushes. 
In Low-Ball - the Joker can only be used 
to represent the lowest card 'not actually' 
held in your hand. Aces are always low, 

5. 	 At  start of game, the dealer shali turn up 
a card to each player. 
The player who shows the 'high' card 
starts with a 2.00 blind and the second 
player - the 3.00 blind. The third player 
a 5.00 blind. 

6. 	 The winning event in Draw Poker is the 
best five 'high cards' 
The winning event in Low-Ball is the 
best five 'low-cards' 

7. 	 The best qualifying low hand is Low-Ball 
is 1,2,3,4,5. (Called the wheel) 

9. 	 In case of tie the pot is split, 



8. The Betting Scheme for Draw Poker - Low-Ball 

"The basic betting scheme is the same for both 

games" 


Each active player is dealt five cards. 

After viewing their hand, the player's have 

two options. "Play or throw your hand away" 


To all participating player's - there follows one 

'round of betting' in which each player has the 

opportunity of betting on the hand. 

Once a player has bet, each player in turn 

(clockwise) has three options: 


'Call' - 'Raise' or 'Fold' 


There follows 'one draw of cards' in which 
only the 'active' player's have the opportunity 
to draw new cards to improve their hand. 

After the draw, there is a last round of action in 
which the player may 'bet' 'check' or raise 
starting with the player to the left of the dealer. 

In depth instructions and explanations of both games 
are attached. 



BASICS OF DRAW POKER 

FIVE CARD DRAW POKER. THE KING OF ALL POKER, sadly to say, 
is becoming extinct in most card clubs in California. However, it is a decisive 
favourite for many of our locaI customers and we still offer the game. 

All over the world, players know about the game of 'High Cards' where the 
esteemed Five Aces and Royal Flush come into play. But, sometimes, a 
good player, holding poor cards, may win a t  Poker simply by 'bluffing' 

We use a Joker in Draw Poker, and it is important to remember, that the 
Joker can only be used as an 'Ace' or to help you complete a flush o r  a 
straight in your hand. * There is no double Ace Flush. 

We also play 'table stakes' which means that you can only win o r  lose what 
you have on the table in front of you. (You can't go into your pocket for 
more money just because you have a good hand) 

The pot is composed of all the 'antes' and 'bets' made by the players in 
any one deal. "The highest ranking hand wins in High Draw Poker" 

THE DECK 

A standard deck of playing cards is used, consisting of 53 cards with Joker. 

The deck is divided into four suits: 

Spades, Hearts, Diamonds and Clubs. The suits have no relative rank. 

Each suit has 13 cards, ranking: 

Ace, King, Queen, Jack, 10,9,8,7,6,5,4,3 and 2 (deuce is low) 


Five Aces (four Aces and Joker) is the best possible hand. In order of rank: 

1. Five Aces 6. Flush 
2 .  Royal Flush 7. Straight 
3. Straight Flush 8. Three of a Kind 
4. Four of a Kind 9. Two Pair 
5, Full House 10. One Pair 



THE SYSTEM 

* From five to eight players ordinarily participate. 

* 'Antes' are called for by the dealer. Each active player is then dealt five 
cards. 

* 	 Action out of turn is not binding. To insure your right to act you must 
call 'time' before two or more players act behind you. 

* There follows one round of betting in which each player has the 

opportunity of betting on his hand. 

Once a player has bet, each player in turn (clockwise) has three options. 

'Call1 'Raise' or 'Fold' 

To 'fold' your cards means to throw your hand away and having no 

further part in the playing of that particular pot. 


* There follows 'one draw of cards' in which only 'active' players have 
the opportunity to draw new cards to improve their hand. 
You can draw up to five card 

* 	 After the draw there is a last round of 'action'. Players may 'bet' or  
'check' starting with the 'opener1. Players may also 'raise1 a bet. 

OPENERS 

No 'openers' are required in California Draw. You may open on anything. 
If no one opens the pot, everyone 'antes' again and you resume this 
procedure until the pot has been opened and until a player has won the pot. 

CHECK AND RAISE is permitted in draw poker. 



BASICS OF LO-BALL 


To win the poi. The pot i s  composed of all the 'antes' and 'bets' made by 

the players in any one deal. 

The lowest ranking hand wins in LbbalI. 


A standard deck of pjaying cards is used, consisting of 53 cards. Tbc 
Joker included. 

Note: 

In to-Ball Thc Joker can only be used to represent the !owed card not actually 

held in the hand. Aces are always low. 


The deck is divided into four suits. 

Spades, Hearts, Diamonds and Clubs. The suits have no relative rank. 

Each suit has 13 cards. 


PAIRS COUNT AGAINST YOU. Straights and flushes have no meaning. 

You are aimlng to make s hand &at conslsts of the lowest possible cards without 

any palrs, regardless of suit and sequence, 


THE BEST HAND IS ACE,2,3,4,5. ALSO KNOWN AS THE 'WHEEL' 

CHECK AND RAISE is permitted in Lo-Ball. 



THE SYSTEM 

* All poker games are  played for table stakes. (You can only win o r  
lose what you have on the table in front of you) 

* From five to eight players ordinarily participate. 

* 'Antes' and 'blinds' are  called for by the dealer. Each active player is 
then dealt five cards, 

The following 'action' occurs: 

* There follows one round of betting in which each player has the 

opportunity of betting on his hand. 

Once a player has bet, each player in turn after him (clockwise) has 

three options. 'Call' 'Raise' o r  'Fold' 

To 'fold' your cards meant to throw your hand away and having no 

further part in that particular pot. 


There foIlows one draw of cards in which only 'active' players have 

the opportunity to draw new cards to improve their hand. 

You can draw up to five cards. 


After the draw, there is a last round of action in which the players 

may 'check' 'bet' or 'raise' First to act is the player closest to the left 

of the dealer button. 


* You must bet a 'seven low' or better after the draw. 

THE SEVEN OR BETTER RULE 
A player holding a 7,6,5,4,3, or  better hand must bet or  they cannot win 
any action after the draw. They could still win the center pot, if they hold 
they hold the best hand. 



THEDEALANDTHEDRAW 

The cards should be shuffled facing away from the dealer and preferably 
flat on the table. 

Cards must be cut before each deal, but cannot be cut after the draw except 
on Floorperson's request. The 'cut' is made with one hand, straight out. 

Antes and Blinds. Each player shall ante or blind before receiving cards. 

ALWAYS COUNT YOUR CARDS AS YOU RECEIVE THEM. 
Five cards constitute a playing hand. (See Foul Hands) 

Two extra cards off the deck on the deal constitutes a misdeal. If the first 
card dealt is turned over, it is deemed a misdeal. In both instances, hands 
are  redeaIt. 

Before the draw, more than five cards is a foul hand. 

After the draw, a player having less than five cards in his hand may 
receive additional cards, providing no action have been taken by the first 
player to act. More of less than five cards after the draw is a foul hand. 

A knock in turn constitutes a pass, but a knock in turn may also mean the 
declaration of a pat hand. A player indicating a pat hand, not knowing 
the pot has been raised, may still play his o r  her hand, providing no active 
playing hand has been discarded, which interpreted the knock as a pass. 

On the deal, after five cards have been dealt to each player, if the dealer 
accidentally continues to deal cards: 

a. 	 If two o r  more players are  dealt a sixth card, a misdeal will be declared. 
All hands are  dead. 

b. 	 If only one player has been dealt a sixth card, the dealer may take the 
card back and use it as the burn card, however, if the player picks up 
that sixth card, that hand will be declared dead. In this case, a card will 
still be burned before the draw. Action goes. 



* 	 Before the draw, the first player to act is the player to the leR of 
the blind; after the draw, it is the player to the kft of the dealer. 

* 	 The blind (called a 'live blind') has the option of  raising before the 
drawing of cards if the bet hss jusl been called and not raised. 

* The dealer button moves one place to the left after each hand is completed, 
so tbat everyone at the tabie is required to make the blind bet. 

* A new player having paid his 'time collection' is automatically dealt 
a hand, if be Is not in the middle of tbe blinds. 

* A new player may not sit down in tbe middle of the blinds. He must 
wait until tbe button passes or kill the pot. 

* If a 	player leaves the table for any reason and the blinds pass his 
position, he may resume his play when the 'big blind' comes up to 
trim 	again, or he may kill the pot. 

* A player cbanging seats in a game must wait for the number of hands 
required to put him in tbe same relative position to the blind as the seat 
he vacated or if he doesn't want to wait, he m y  kill the pot. 

* A player can 'UU' the pot by looktag at bls firs# two cards. H e  may not do 
so after he has looked or a third rwnd of cards have been dealt. 



Adjusting location of deal: If there has been no opening bet, and if all 
the players agree that the deal is out of position, all bands wiU be declared 
dead and the cards redealt from the correct positon. 
If the pot has been opened, however, play continues and the next deal 
follows rotation from the new position. 

If it  is determined that the deal is out of position and there has been 
'no.action' (as much as an opening bet) all bands are dead and the deal 
is adjusted. If pot hlls been opened, the play continues and the deal rotates. 

If a hand is in tbe process af behg dealt and player has q u e s t e d  to be 
dealt out, the hand shall be completed and then becomes a dead haad. 

Before the draw, the first player to act is the player to the left of the 
blind; after the draw, it is the player to the left of the dealer. 

Before the draw, a player having less than five cards In his hand may 
receive additional cards, providing no action has been taken by the first 
player to act. More or less than five cards after the draw is a foul hand. 

Players may draw up to five cards. Dealer may draw no more than three 
cards. 

Players must discard before receiving cards on the draw. 

Before dealing the draw, tbe top card from the deck must be discarded. 
(also calted 'burned') 

In a self-dealt game, the deakr must discard from his hand before picking 

up the deck. If he picks up the deck without discarding, he must play his 


hand pat. 


The dealer should 'verbally' declare how many cards he intends 

to draw before picking up the deck. 


The dealer must correctly state the number of cards drawn by other players 
(until draw is completed and the first bet b made) 



* 	 Any card 'dealt' off tbe table L a 'dead card' 
The player b entitled to another card after sll other active players 
have received their correct cmrd(s). 

a. 	O n  tbe deal, It  will be replaced from the center of the deck after 
the compktion of the ded, 

b. On the draw, it wlU be replaced from the top of the deck after 
all the players have recei~edtheir cards. Action goes. 

* 	 On the dear, after ftve cards have k e n dealt to each player, if 
the dealer accidentally continues to deal cards: 

a. 	 If two or more players are dealt e sixth card, a misdeal will be 
declared. All hands are dead. 

b. 	 If only one player has been dealt a sixth card, the dealer may 
take the card back and use it as the burn card. 

* 	 If the dealer deals cards out of rotation on the deal, the cards will 
he reshumed and s new hand dealt, 

* If a player accidentally flips one or more cards (face up or face down) 
into the circle while obviously attempting to expose his hand for 
sbowdown, tbe band remains live, provided none of his cards come 
into contact with the discards. 

In any game, if the deck is found to be irregular while the pot is in 
play: It shall be declared 'NO POT' and all money in the pot is 

refunded. 

However. Once the pot is out of play, no adjustment can be made. 




* 	 Draw: Cards out of order: If cards are dealt out of rotation on the draw 
the draw wiIi be completed- 'No further action Is permitted on this hand' 
lmmediate showdown. 

* 	 Draw: Changing your call for cards: 

a. 	 On the draw a player may cbange the number of cards called for 

'provided' the next pkyer  bas not ackd. 


b. 	 The last player may also change his draw unless the dealer has burned 
the burn card. 

To avoid confusion, all players should declare verbally how many cards 
they want to draw. 

* When only two playes are In tbe pot, action in turn 1s binding. When 
three or more players are in the pot, action Is not binding until deder 
activates the deck by saying 'Cards' 

TOO FEW CARDS FOR THE DRAW: At times, there may not be enough cards 
in the stub to complete the draw. 
The dealer may not deal the last c ~ r dfrom the stub of the deck. 
When he reaches the last card, he will combine it with dl the discards except 
those of the players who have not yet completed their draws. The dealer will 
shufflethis new stub. The deder will cut, and burn one card, and complete 
thc draw. 



V	 S - EXPOSED CARDS DRAW - LO-BALL 

* Boxed cards - Cards exposed face up in the deck - are dead cards. 
Dealer will place boxed cards in the center of the table and continue 
to deal. 

a. 	 On the deal, one boxed card will  be replaced from the center of 
the deck after all players have received their cards. If two or 
more boxed cards are dealt, a misdeal will be declared. 

b. 	 On the draw, a11 boxed cards, even two or more will be replaced 
from the top of the deck afler all players have received their cards. 
Action goes. 

If the burn card is a boxed card, it will be burned like a normal card. 

* If  two or more cards are exposed on the deal, it is a misdeal. 

* 	 Ifaplayerisdealtmoreorlesscsrdsthanthegame heis  playingin 
calis for, and it i s  discovered before two players act on their hands, 
it is a misdeal. if it is  discovered after two players have acted, all 
monies, antes and blinds are forfeited by that player. 

* A new player having paid his 'time collection* i s  automatically 

dealt a hand, if he is not in the middle of the blinds. 


* If the player leaves the table for any reason and the blinds pass 

his position, be may resume his play when tbe big blind comes 

up to him again or he may kill the pot. 


IRREGULARITIES IN A DECK 

* If the deck is found to be irregular while the pot is in play: 

It shall: be declared 'NO POT' and all the money in the pot 

shall be refunded.


* 	 However. Once the pot i s  out of play, no adjustment can be made. 



FOULED CARDS AND FOULED HANDS - POKER - LO-BALL GAMES 

* Each player is solely responsible for the protection of his own 
hand at all times. The house may not always be able to protect 
the winning hand if the player fails to protect it in the first place. 
VITAL TO KNOW: 

a. 	 Any player that has discarded his hand prematurely has no 
claim to the pot. (The winning hand should not throw his 
hand away untiI all the losing hands have been discarded) 

b. 	 If a player releases his hand and it is then picked up by 
another player, the hand is dead. 

c. 	 Player fouls his hand if he permits his cards to come in contact 
with discards or another person's cards. 

d. 	 Any player dropping a card off the table onto his lap or on the 
floor has a dead hand, even if the player himself does not call it, 
All chips in the pot must stay. 

e. In order to win the pot, your hand must be in tact. 

* In a self-dealt game, the dealer is allowed no mistakes. His hand 

may be fouled by any 'active player' in the pot. 

If the hand is fouled. All chips must remain in the pot. 


* Cards exposed face up in the deck are dead cards. Dealer wilI 

place boxed cards in the center of the table and continue to deal. 


On the deal, one boxed card will be replaced from the center of 

the deck after all players have received their cards. If two or 

more boxed cards are dealt, a misdeal will be declared. 


On the draw, all boxed cards, even if two or more, will be 

replaced from the top of the deck after all players have received 

their cards. Action goes. 

If the burn card is a boxed card, it will be burned like a normal card, 




EXPOSED CARDS 

* 	 To be declared, exposed, a dealt card must lie face up. A player's 
ability to call a card lying face down does not qualify that card as 
exposed. 

* Cards exposed on the deal: 

a. 	 In 'High Draw Poker' Players must keep all cards exposed on 
the deal. 

b. 	 In 'Lo-Ball' Players must take all exposed cards five or under; 
players may not take a six or higher. 
If the exposed card is a six or higher, player will receive another 
card from the center of the deck after completion of the deal. 

* Cards exposed on the draw: 

In both Poker and Lo-Ball, a player may not take an  exposed card. 
When a player's card is exposed by the daaier, the player will 
receive another card from the top of the deck after the draw is 
completed. In a game with rotational deal, if the dealer exposes 
his own card, he must keep the card. Action goes. 

;P 	 A player who exposes his own card whether purposesly or 
accidentally, must keep it. 

* A player who places five cards face up on the table (in contact with 
the cloth) before the draw must stand pat. 

DO 	NOT EXPOSE YOUR CARDS AT ANYTIME EXCEPT AT SHOWDOWN 

EXPOSING CARDS OR DISCARDING YOUR HAND OUT 

OF TURN MAY CAUSE A DISADVANTAGE TO OTHER PLAYERS 




BET 	- CALL - RAISE - 'ALL-IN' - SHOWNDOWN 

* 	 Players should act on hands in turn. Acting on hand out of turn 
is not binding. 

* 	 A knock in turn constitues a pass. If the player neglects to act in 
turn and permits two players to act behind him or the deck to 
become out of action, he forfeits his right of action. 

* 	 In order to eliminate forfeiture of his right of action, the player 
must stop the action by immediately calling 'time' 

UNCALLED BET 

* A player who makes a bet that nobody calls wins the pot. A player 
who makes a bet, and then incorrectly assumes there are no live 
hands against him, and throws his hand away into the discards, loses 
the pot, unless the hand is declared retrievable by the floorperson. 
Every effort should be made to rule in the direction of playing out 
the pot. 

* If the player has been induced to discard his hand by the dealer 
indicating he has made an uncalled bet and won the pot, but someone 
still has a live hand, the following rules prevail: 

a. If at all possible, the hand should be retrieved and the pot played out. 

b. 	If the hand is irretrievable, the floorperson must make a decision 
based on the strength of the remaining hand, whether it was out in 
the open or concealed, and whether the player had the opportunity 
to speak up to prevent the bettor from thinking he won the pot. 

c. 	The floorperson can and should rule a worthless hand dead. A 
powerful hand strong enough to have raised should get the whole 
pot. In between those extremes, it is up to the floorperson to 
decide what is fair. 



* Only chips in pot constitue bet or raise. 

* 	 When bet is made and called or on show-down, player must 
show complete hand to have any claim to the pot. 

* A player who bets a pair after the draw and is called, must verbally 
declare pair before spreading his hand. 

If he has overlooked the pair and his hand is face-up on the table, 
any pIayer, whether in the pot or not may call the pair. 



Palace Card Club 

No Bust 2 1" Century Blackjack 

Wa~eringLimits 

1 betting square = wagering limit $5 to $100 
1 active seat = 4 betting squares 

Wagering limits per active seat per hand $5 to $400 

Fee Collection Rates per Betting Square 

Wagers Fee Collection ~ e rBetting Square 

$5  - $20 -50 

$21 - $100 $ 1  

PlayerlDealer $2 

I ~ 



tiow to Play 

1. All cards have f a e ~value. 

2. All Jokers with any w d  Isa Hard 21. 
Players may not draw any fumr.  

3 ,ahaveava lueof  t or 11. 

5. T).re value of each hand L the sum of 
its cards 

6. All players' handsare cumparedwlth 
the playerdealers' hand. 

7. Player's objective is to form s hand 
with a sum that does not exceed 
a natural . 

8. Each player wit receive twocards on 
the inwal deal. 

Naturals: 

A 'Natural"hand beatsdlotherbands, 


A "Natural"consistsof: 

a, Two jokers 

Game Rules: 

?. If a player'stold1s tmm than a 

"nebmland the player dealer's told Is 
a *miuraIwor less, the prayer a i e f  
wim, 

2. lf a player's total is adnaturaPw less 
and the player deater's total Is more 
&en a 'naturW, the player wkrs. 

3. Ifthe pfayerand the player dealer's 
total babove a 'nab& 

a. Player d e a k  is doserto e 
'natural". PCayerdeaferwlnh 

b. If playeris doser to a mfuraf,it 
1s a push.. 

4. Playerdealer wlns at1tlms wer a . 
*ft'nsturar. 

5. t! the player and fhe player d a ' s  
total Is berow a "naturaP, the hand 
closest to a nab& wlns. 

6. I f  player and player dealer are tIed on 
a 'natuw or kss it is a push. 

7. Ifthe player dealer'sup card is a joker 
there is no draw. 

Split b Surrender: 
1.PlayersmdoWwhmonmytwo 


c a r d s & ~ e l v a ~ ~ d r a ~ ~  

2,PLeyerseamols9llt,doubledm1or 


wrmnder myhandwitha bkw. 

3. PIayem sp#tlng: 


a ) A c # ~ ~ b ~ d r a w c a r d f w  

s a c h h ~onlyI 


b)Anyohrpe\rwanyhwomds of 10-

point d u e  wlll mlvemultlpk draw 

cards. 

4 . ~ t a ~ e r s ~ d o o b l e d o w n ~ ~ .  
5. Mulftplesflm b p s r m  (upto3 

-j
6 	V ~ t wp - a h  hand fs a nebrat, 

hu~edownandwYtwagerrW*m 
d o n .  

7, 	All pay-offsto the-extent of thet player 1 
hater's money covers. 

ADDIJTCINALGAME RULES 
i.Ahand wlth a Jdwooosldend hPzen 

mdcanm rearbeeny further action. 
2. If !he PIayerlDealer'oup mrd is a Joker, 

all hands ate from. Playwsm a y w  
surrender,spEt, d o u M  &wn or draw. 

3. A joker wlth any cador cards Is a hard 21. 
4. Playemwith e maker hands hwe the 

option bo draw additfond cards. 



NATURAL B 
2. 21 @
-

OPEN 24HRS. 
7 DAYSA WEEK 



Palace Card Club 

Double Hand Poker 

Waeeriug Limits 

1 betting square = wagering limit $10 to $200 
1 active seat = 10betting squares 

Wagering limits per active seat per hand $10 to $2,000 

Fee Collection Rates per bet tin^ Square per Hand 

Wagers Fee Collection per Betting.Square 

$10 to $100 $1 

$101 to $200 $2 

P1ayerDealer $2 

NO STACKING OF CHIPS TO EXCEED MAXIMUM PER BETTING SQUARE 



TIME CQ,LLECLI_O_N
. . , ,  _ ,  . . . . . .. - . .  , . hr*n*> 



MEXICAN POKER 


(5-Card Stud--Mexico Style) 

(41 Card Deck) 

Five Card Stud-Mexico Syde ('Stud Locow)is  played with a "stripped"standard 53-catd deck consisting of 
52 cards a d  I Joker. the a's, 9's and 10's ate removed, lta4ng 41 cads. 

To rcctivc a haad, tech player places a collection in fmtof him in the tablo's playing area. The c d s  am 
d d t  dockwia, kginning to the left of the dealer button. the dt4m button rotates clockwiseafter each 
hand is complete. 

Each Player w i v e s  a total of 5 cards, of which 1 card must be face.down. After the fimt cwo cards an 
dealt (1 up and 1down), a betting round begins witb thehigh d clockwise of the dcater button, making a 
forccd opening bet to start the action. After the betting i s  complttt, the players may e x p ,  if they wisb, 
their down d.This #ion must be complete prior to cbc deal of the third card which may be delivtrod up 
ox down depending onwkthcr or not jmviously dealt Qown mds have k n opcntd.when the third card 
has been delivered, beaing then occws. 

The fourth and fifth cards are then M t  and played according totksame form& The player with the 
ranking hand wins the poc. 

Hand Ranking 

1. 5ofaKind 
2 ,  Royal Flush 
3. Straigbt Hush 
4. Four ofa Kind 
5. Flush 
6.Full House 
7. Straight 
8. Three of a Rind 
9.Two Pair 

10. One Pair 
1 1. High Card 

Stud-LocoRules 

All C d s  8 through 10 am mmved from a mgulw 53 card deck (Deck includesjoker]. the joker remains 
with the c k k  aad ia "wild' in ell cases whether facing up or down. 

The player witb the highest card clockwise of the dealer button wilI makc a mandatory opedng bet. When 
the joker shows, that will be the high card ~upmcdingall others. This i s  a "liveubet. tbt opening bttox bas 
the optionofo p i n g  ar tither the lowcr or u w r  btniu~limit. 

The higbtst hand will srart thc momon a11following round. Hands art considered to be of equal value 



whether or not one hand may include the Joker. The hand closest ofsuch hands to the dealer acts first. 

If any down card is exposed by B e  house dealer, that player will receive his next card down and wilI be 
permined to declare "dl-in". 

No hand involved Ina jackpol m y  indude tho Joker, nor mey a hand invofvad in anyothcr offering 
("camps", ti all. 5 of a Kind isexempt from this mlt due to thm xtot Wag sn equivalent "natural"W. 

The gamc allos for tht mutingasa Straight certain h d s  conteining a nomcontiguous pmgrrssioaof 
numbers due to cards 8-9-10 biag fcmovcd.T h ~ thands are: 

If a player exposts n card, it is not eonsidercd an e x p d  cnrd &will be required to play it. 


Starting after the 2nd a d ,  a card will be burned on each round. 


Check and raise i s  pcmitttd. 


All raists must bt at least equal to the size of tht last bet. 


English ody will be ptnni#td while hand is in play. 


#rds spk- -ho ld  your hand until you are sure of what your opponent bas. 


OncE a card touchas the muck, That hand i s  considrcd fodtd. Wowcvcr, at thc Flmrpmun's discretion, it 

may be copsided rcfxivablc. 

One sbon buy is allowed for every fuIl buy-in (1 full, 1short) ctc. 


Only thc player with tkWer buwn m y  ask for an additional shltfftl. Deal mtates ckkwis t .  


If you show any cards toow playa diuiagor after a h d ,  any player at your table may demand that you 

show those cards to ell players after a winner i s  determined. 

No mbbit hunting. Owe the cards a= out ofplay, players cannot look thmugh the discards or ask the dealer 

what is coming off the deck. 


All players will act in turn. Ifa playerchccb, the player who checked firstmust show his fand first. 


A player who indicarcsaction towards W a g  w calling will bt requid  to complete that sction with a 

m i n i  W. However, ifa player Is  w w a n  of a raise he will a d  k held to that d t s s  action bask 
taken behind this act. 


Managcrmnt usually mewus the right tomake decisions in the best interest Of the g&m, All ~ a m g t t n e n t  

decisions am find. 




TEXAS HOLD-EM 

$4.00 - $8.00 LIMIT 

FEE COLLECTION 


9-8-7 PLAYERS $4.00 
6-5- PLAYERS $3.00 

JACKPOT, $1.00 

4 OR LESS 

(4 OR LESS PLAYERS DOES NOT QUALIFY 
FOR JACKPOT AND JACKPOT COLLECTION 

WILL NOT BE TAKEN) 



TEXAS HOLD-EM 

$3.00 - $6.00 LIMIT 

FEE COLLECTION 


9-8-7 PLAYERS $3.00 
6-5-	 PLAYERS $2.00 


JACKPOT $1.OO 

mU5T JAUE 5 PLlS'ERS COQ 

f i b  
S W KPar'' 

4 OR LESS PLAYERS 

$1.oo 


(4 OR LESS PLAYERS DOES NOT QUALIFY 
FOR JACKPOT) 



OMAHA HI-LO SPLIT 
(8 OR BETTER FOR LOW) 

$4.00 - $8.00 LIMIT 

FEE COLLECTION 


9-8-7 PLAYERS $4.00 

6-5- PLAYERS $3.00 


JACKPOT $1.00 

MUST kt- 5 P U Y D S  FtS W" 
4 OR LESS PLAYERS 


$1.oo 

(4 OR LESS PLAYERS DOES NOT QUALIFY 


FOR JACKPOT AND JACKPOT COLLECTION 

WILL NOT BE TAKEN) 




7 CARD STUD 

(with 112 kill) 

' $4.00 - $8.00 LIMIT 

FEE COLLECTION 


8-7-6- PLAYERS $4.00 
5 PLAYERS $3.00 
4 OR LESS.PLAYERS $2.00 

(THERE IS NO JACKPOT IN THIS GAME) 




7 CARD STUD HI - LO 

(WITH 112 KILL) 

$4.00 $8.00 LIMIT 

FEE COLLECTION 


$6.00 PER 112 HOUR 

PER PERSON 


-, 

(THERE IS NO JACKPOT IN THIS GAME) 



THE BASIC PLAY OF THE MOTHER GAME TEXAS 
HOLD'EM 

Each player is dealt two cardsface down as their initial 
hand. This is called (The Hole Cards). 

There is a round of betting after everyone has looked at 
their cards. 

The dealer then burns top cardand turnsthree cardsfaceup 
simultaneously in the center of the board. This is called 
(The Flop). 

Another round of betting occurs. 

The dealer then burns top card and turns a fourth card f e  
up on the board. This is called (The TurnCard). 

vinac
Rectangle



Another round of betting occurs. 

The dealer then burns top card and turnsa fifth card face up 
on the board. This is called (The River Card). 

The final round of betting takesplace-

The five face up board& are called 'community cards' 
and any player may use any combination of five cards to 
determine their best hand. 

The pot is won by the playa having the best high five-card 
hand 

The Variations 

Note: 	 The basic play of Texas hold'ern prevails in dl 
varied games. 

Hold'em - Hi/Lo S ~ l i t  

Each player receives two cards face down The game is 
played the same asTexas hold'em 'mother game' except the 
pot is split between the high hand and the low hand. 

Pineapple Hold'em -Hi& Hand 

Each player receives three cards face down. After the Flop, 
the player discards one card from their hand using two 
cardstomake a hand The pot is won by the player having 
the best fivecard hand. 

Pineag.de Hold'em - Hi&-Low Svlit 

Each player receives three cardsfacedown. After the Flop, 
the player discardsone card fiom their hand using two 
cards to make a hand. The pot is splitb e e n  the best 
high hand and the best low hand. 

Cram Pineapple Hold'em - Hi~h-Hand 

Each player receives three cards face down. After the Flop, 
the player keeps all threecardsin their hand. The pot is 
won by the player having the best fivecard hand. 

Crazy Pineapple Hold'em - Hi&-Low-



Each player receives threecards face down. After theFlop, 
the player keeps all three cards in their hand The pot is 
split between thebest high hand and the best low hand. 

OmahaHold'em - Hi& Hand 

Each player receives four cards facedown but may only use 
two cards from their hand. The pot is won by the player 
having the best five cad  hand. 

OmahaHold'ern Hi/Lo 

Same asOmaha hold'em except pot is split between high 
hand and the low hand. 

(4) 	 for thepurpose of this subsection, 'double-handed' poker 
entails the following: 

DOUBLE-HANDED POKER 

Obiect of the Game 

In order to win, both hands must beat the opponent's hands. 
However, if the player wins one hand (ranks higher) and 
loses the other hand (ranks lower) to thedesignated player, 
no chips exchange hands. This is considered a 'push.' 

Hands areplayed and ranked astraditional poker hands: 

1.  Five Aces 
2. Royal Flush 
3. Straight Flush 
4. Four of a Kind 
5. Full House 
6. Flush 
7. straight 
8. ThreeofaKind 
9. Two Pair 
10. One Pair 
1 1. High Card (Ace High) 

The Deck 

Double-handed poker is played with one deck consistingof 
52 cardsplus one Joker. The Joker can only be used as an 
Ace or to complete a flushor a straight. Aces can be used 
either high or low. 



EACH POSITION TAKES A TURNAS A DESIGNATED 
PLAYER A player may volmtarily accept or reject 
playing asa designated player. 

THE BASIC PLAYING OF THE GAME 

A dealer employee (the center dealer) controls the shuffling 
and dealing of the cards, and controls the smoothnessof the 
game. 

Each player, including the 'designated player' places a 
wager before the cards are dealt. The designated player 
wages against all the other players. 

The center dealer then deals 7 hands of 7 cards each face 
down in a row h m  left to right in h n t  of bis tray. 

The designated player then selects the hand to be 
distributed first - by placing an 'action button' on the 
selected band. A dice cup containing 3 dice will then be 
shaken by the designated player. The total of the three dice 
determine which pIayer position receives the firsthand by 
countingclockwise fknn the person to the immediate left of 
the designated player until the combined dice score is 
reached. 

The remaining hands are disbursed in sequence, moving 
right h m  the selected hand and then h m  the far leR 
Those hands are distributed clockwise to the remaining 
p laya  beginning with theplayer to the immediate left of 
the player receiving the selected hand. 

The players arrange their 7cards into 2 hands. 

The player places his cards face down with the two-card 
hand in the h n t  and the five-card hand in theback. The 
higher ranking hand must be the five cardhand. 

Iftheplayer doesn't know !how'to arrange his cards, he 
may have the center dealer help him. 

After all hands are placed face down - the designated 
player's hand is turned up by the center dealer. 

All handsare then compared to the designated player's 
hand. 



In order to win: Theplayer's two-cardhand and five-card 
hand must rankhigher tlaan the designated playa's hands, 
respectively. 

If theplayer wins one hand (rankshigher) and losesthe 
other hand (ranks lower) to the designated player, no money 
exchangeshands. This is considered a "push." 

N0TE:The house does not participate in the actualplay of 
the game and hasno interest in the outcome 
of theplay. The house collectis 'time 
charges'based on a posted fee schedule." 

for the purpose of this subsection, 'stud poker' entails the 
following, inclusive of the listed variations: 

STUD POKER AND VARIATIONS 

7-CARD STUD 

Game Description: 

7-Card Stud isplayed with two down cards and one up 
card, then a betting round,then tbree more up cards(with 
betting after each) then a final down card and a final round 
of betting. Thebest 5 4 pokerhand wins the pot. There 
isno Joker in this game. 

Most 7-Card stud games at The Palace have structured 
betting, In a structuredgame, such as $3 & $6, thesmaller 
bet is made on the first two betting rounds,and the larger 
bet ismade after the fifth, sixtb and seventhcards.Ifthere 
is an open pairon the fourth card, the players have the 
option of making the smaller or larger bet. 

The Ranking of the Hand is the same as in Draw Poker, 
except there is no Joker. 

In order to play all-in at the start of a hand,a player must 
have at leastanante. 

If a player's firstor second hole card is accidentally turned 
up, the third card is dealt down. In the case of anexposed 
hole card, the hand cannot be forced low. 

Ifthe dealer bums twocardsor fhils to bum a card, he 



should, ifpossible, move the cardsbtheright position to 
rectify the error. Ifit happenson a down card arad tbaeis 
noway to tell which card was received,then the player 
must accept the card. 

If any player receives the last card fkeup, all other players 
willreceivethe last card face down. The player(s) whose 
down card was exposedhas two options: 

(a) 	 declaringhimself all-in for the portion of the pot 
already played and any subsequentbetting will be 
on the side, or 

(b) 	 may, at that player's option continue to be active in 
any further action in thepot on the finalround. The 
player who was high on6th Streetwillinitiate the 
action. 

On all structuredlimit games (i-e,$3& $6, etc.), if aplayer 
makes an open pair on the fourtfi card,thatplayer has the 
option of betting either $3 or $6. If he bds $3, the next 
player(s) may raise in incrementsof $3 or $6. If a $6 bet or 
raise is made, the next raise must be in incrementsof $6. 

Example: Player 'A' bets$3, player 'B' raises to $9, player 
'C'has the option of calling the $9 bet or raising to $15. He 
may not make it $12-If that player checks,allother players, 
in turn have the option to bet $3 or $6 

If there arenot enough cards left in thedeck for each 
player, the dealer is todeal all the cards'exceptthe last 
card. The dealer then scramblesthe last card and the four 
bum d,cutsthe thedeck, bums a card and delivers the 
remaining down cards, using the last card if necesay. 

Ifthere are five players remainingwithout a card,the dealer will bum so that each 
player may receive a fiteshcard If the dealerdetermines 
that by using this procedure there will still not be 
enoughcardsfor all the players, he cannot give any of the 
players a down card. Instead, it will be 8~0uncedto the 
table that there are not enough cards to go around,and a 
commuuity card will be used. The dealer will then burn a 
card and turn a card up in the center or the table. Thecard 
plays in everyone's hand The player who was high on 6th 
Streetwill initiatethe action. 

A player must have seven cards in ordertowin. Any other 



number of cards constitutesa foul hand. Players must 
protect their own hands. 

A card accidentallydealt off the table must play. If it is the 
last card, it isto be $mitedan exposedriver card 

STUD POKER VARIATIONS 

7-CARDSTUDHIGH-LOW SPLIT 

Game Description: 

This is another variation of 7-Card Studwhere there can be 
two winners. The best high hand splits the pot with the 
best low hand. 

A qualifier of eight or better for low will be in force for all 
the high-low split games unlessa specificposting to the 
contrary is made. This is said to be a 'qualifief or 'High-low 
Split, '8 or Better' game. 

If there isa qualifier, the betting rules are like 7-Card Stud. 
In an '8 orbetter' game, if there is no low, the high hand 
wins the entirepot. 

The low card by suit (Clubs are lowest, Diamonds, Hearts, 
then Spades)initiatesbetting action on the first mud, with 
an Ace counting as a high card for this purpose. 

On subsequentrounds,the high hand initiatesaction. If 
there is a tie, the player to the left of the dealer acts first. 
Structured limit gamesuse the lower limit on 3rd Street and 
4th Street and the upper limit thmeafterywith an open pair 
not affecting the limits. 

Aces rnay be used for high or low and straightsor flushes 
do not impair the value of a hand for low. 

A player may use any five cards to rnake his best high hand 
and any other grouping of five cardswhether the same as 
his high hand or not, to rnake his best low hand. 

"RAZZ" 

Game Description: 

The rules for 7-Card Razz are exactly the same as 7-Card 



Stud except that RAZZ is a lowball game. 

Sincepairs are of no value in RAZZ,the beton the fourth 
card in a structured game isalways for the lower amount. 

In Stud, the low card initiatesthe action and thehigh hand 
is first in each subsequent round, while in RAZZ, the high 
cardhas the forced opening and the low hand is firstto ad 
thereafter. 

STUD POKER HOUSE R W S  

A bet and three raises are allowed for each betting round; 
however, completing an opening fmcedbet does notcount 
as a raise. 

Suits do not count in ranking of hands to determinethe 
winning hand. The ranking of suits is used onlyto 
determine the lowest or highest card for a forced bet, 
drawing for seats in gamesetc;Suits are rankedas: Spades 
(highest), Hearts, Diamonds, Clubs. 

If a player antes and/orasksto be dealt-in, but is unable to 
make it back to the table in a reasonable amount of time to 
act on his hand, he forfeits his ante and forced mtrybet, if 
any. 

If a player does not have thecorrect number of cardson the 
deal and no action has been accepted, theband is a misdeal. 
If therehas been action before the mistake is noticed, 
players with the incorred number of cardswill receive their 
money back and are outof the hand. 

If a player folds his hand after makinga forced bet or on a 
round of checking, his seat will continue to receive a card 
until there is a wager. 

If a dealer burns and deals a card before a round of betting 
has been completed, that card(s) must be elbinat& fium 
play along with an 
additionalcard for each remaining player in thehand After 
that of betting has concluded, play resumes in a normal 
fashion. 

Players who call when they are beaten by their opponent's 
up cards arenot entitled to a refimd. 



When players pick up, commingle or turnone m y  of their 
up cards aAer a bet has been made, they risk losing all 
rights to the pot. 

Players are responsible for their own hand. 


The Floor person's decision is final. 


Managementreservesthe right tomake decisions which are 

in the best interest of the game. 


"Free~ t i o n s 
Offered" 

(6) 	 for the purpose of this subsection, 'Hot Action Blackjack' 
entails the following: 

HOT ACTION BLACKJACK 

INSTRUCTIONS 

Hot Action Blackjack is a game similar to Las Vegas 
Blackjack but with someminor changes to comply with 
California law. 

No player ever plays against, or makes a wager against The 
Palace Club. 

In Hot Action Blackjack each player has the opportunity to 
be a "Banker", and has the option to be a "Banker" for two 
consecutivehands. 

Each player plays againstthe "Banker." 

The object of the game is to make ahigher ranking hand 
than your opponent, by: 

Getting a natural 22 on you. fmt two c d .  It is the 
highest ranking hand and consists of any two Aces. 

Getting a two card 22, when your opponent does not have 
one. 

Making a hand that is closer to22 than your opponent's 
hand when you both have a 18-22. 

Making a hand that is closer to 22 than your opponent's 
hand,when both of you are over 22. 



YOU DON'T BUST IF YOU GO OVER 22. 


Players win if they stand on 13 to 22 and the bank goes 
over 22. 

"Bankers"win ties on 18. 

"Bankers"win if they make 1 8,19,20,2 1, or 22, when the 
player's hand is under 18 or over 22. 

"BANKERS" SHOULD J3lT HARD 18 

All cards count as face value with the exception of Aces, 
which can either be countedas one or eleven and Jokers, 
which can be counted astwoto twelve. 

GAME RULES 

The game is played with a shoe containing 8 decks of 56 
cards (4 added Jokers per deck) 

Jokers=2 or 12. Aces= 1 or 11. Facecards= 10. All 
others=face value. 

All cards are dealt f&ce up except the "Banker1' who has one 
hole card. Player's may not touch their cards a&anytime 
except for the "Banker" 

Player's must motion a "scratchwor ahorizontal "wave" to 
indicate a "hit" or "standHon their cards (simi1a.r to Las 
Vegas) 

Player's may not bank unless they have made a non-bank 
bet last hand. 

"Bankers" must match their first bank, unless they lost 
money. 

"Bankers" can only win or lose up to the amount bet. 

Players betting in the bank may not bet on any other 

position. 


Must stand on any hand that totals "hard" 18 or more. 


All players including the "Banker" must stand on "soft" 19, 




No "soft"handsover 22 

All players must hit on "soft 18" includingthe "Banker." A 
"soft18" consist of an Ace +7, Joker + 6, or 2 + 2 +Joker. 

Dealem will automatically hit all cardsthat are "soft 18" 

Collections are taken in advance. 

Players must wager at least the minimumbet of the table 

limit. 


All cashmust be changed to chips. 


Players may not touch cards at any time. 


The dealer designates the "Banker"to shake the dice cup to 

dd& where theaction button is placed. 


"Kum-Kumnbets will be paid off and/or collected as one 

bet. "Kum-Kumw is two or more players betting anequal 

amount on the same spot. Win or lose, theplayers involved 

split equally. 


Players who choose to bet "Kum-Kum" must each wager 

the minimurnamount mpkedat the table. 


Players who bet "Kum-Kum" do soat their own risk. 


Action will not be held up to settle disputes. 


Seated players may refuse back linebetting, 


If there should be an argument over the play of a hand, the 

player with themost money bet on a hand will make the 
final decision on how ahand will be played. 

Action button determines where pay-off beginsnot where 
cards are dealt. 

If the Banker's hole card isexposed out of turnby the 
dealer, it isa dead card- Five cards will be burned and the 
Banker's hole cardwill be replaced with the next card off 



the deck. If the player exposes it, the card plays. 

Note: Once the banker checks for a two card 22, and h d s  
there is none, thehand cannot be rankedas a two card 22 if 
the down card is replaced. 

If a player fails to hit soft 18, and it is discovenid before the 
Bankds hole card is exposed, the dealer will finish hitting 
tbe Player actingat that time and the playex who stood on 
soft 18will get the next card or ciudsoff the deck. Play 
will continue from where it was intermpted. 

Once the Banker's hole card is exposed, in turn,all hands 
stand. 

If the dealer hits aplayefs hand that should not be hit, 
example: 18or over (except soft 18), or when the player did 
not ask for a card, that hit card is a dead card. Play will 
then continue in turn skippingthe hand that was played out 
of turn. 

If aplayer asks for a hit and is given one out of turn, thElt 
cardplays. The dealer will finish hitting that hand and then 
go to the hand that should have been played Play will then 
continue in turn skipping the hand that was played out of 
tum. 

Ifa card is pulled out of the shoepnmatwely, it is a dead 
card. If two Gards wme out at the same time (except on the 
deal), in both cases, fivemore cards will be burned and play 
will continue. 

If a dealer: deals the cards out of order, skips a player, or 
deals a hand to position where thereis no bet, tbe cardswill 
be rotated around so that the cardsm dealt to the proper 
positions. 
Except: Once the banker receives his down card:all cards 
stay where they have been dealt,the skipped player is out 
that hand, and the hand dealt to the no bet position isdead. 
Play continues startingwithposition one. 

If the deaIer miscalls aplayds hand, causinghim to stand 
on a hand that would otherwise hit, the dealer will iinish 
hitting the player currently d g .  Themiscalled hand wiU 
be entitled to the next card off the deck. 

Except: Once the bankershole cards exposed,in turn,all 



bands stand. 

Player's are respomible for their hands. 

The Floor person's decision is final. 

Managementreservesthe right to make decisions which are 
in the best interest of the game. 

"Free Instructions offered" 
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